A collection of William and Ari’s AMA posts from both AMA sessions, all placed one 
one page for quick searching! 


William and Ari's posts are in bold. All other users are referred to as “Q”. If a follow 
up question or comment is made by a different user than the one who originally 
asked the question, they are referred to as “Q*”. 


First AMA | r/gaming | August 5th, 2017 | Link 


Second AMA | r/NintendoSwitch | June 21st, 2018 | Link 


First AMA 


Q: Why did you think Primal Aspids were a good idea? 


William: Primal Aspids are the best enemy in the game! They're so simple but so 
tricky! We had an idea for a boss version that sadly didn't make it in... yet. [Link] 


Q: Hey there! Played the game, 100%ed the game, it was tons of fun. 


So we know there is a Hornet DLC coming. Is the Hornet DLC going to play in 
exactly the same map with the same enemies and so on or will she have her own 
special areas with other new things? 


Ari: Some of Hornet's story will take place in all new areas, though we yet specify 
how much of her adventure takes place in old or new zones. [Link] 


Q: Thanks for the answer! 
To add to what I asked - will there be a Hornet steel soul mode too? 


Ari: Yep! We have something planned, though it's her own thing, and slightly 
different. [Link] 


Q: Why does the main character start at the Howling Cliffs? 


William: The reason the main character left Hallownest and where it was 
travelling is something we may explore a bit in future, but just before the events 
of the game something happened: a call went out and so our main character was 
drawn back to the kingdom. The Howling Cliffs were a convenient entry point. 


[Link] 


Q: What are your thoughts on adding a boss rush type mode? 


William: Our thoughts are that it would be extremely cool! We're throwing 
around ideas, trying to come up with away to make it really interesting. I wanna 
make an upgraded Mantis Lords fight so bad! [Link] 


Q: You told us to ask about leg eater. 
Well... What about leg eater? 


William: Don't you think he's handsome and does his job well? [Link] 


Q: First off, thanks so much for such a rich and expansive world! Hollow Knight was 
a fantastic experience to play :D. Do you have plans for adding any significant 
expansions to the base game (e.g. big new areas or major bosses), or will you be 
sticking with the Hornet DLC and occasional bosses and improvements like Hidden 
Dreams? Also, do you think we'll see unmet backer content in the future as DLC 
(either paid or not), or are those plans scrapped for now? 


And will there be more animations/cutscenes added? Those were stunning, but 
very few. They're probably a ton of work, but were very coo!! 


William: Thanks! Our plans are currently a) The Hornet DLC and b) the remaining 
two content packs. Content packs 2 & 3 will probably turn out a bit bigger than 
Hidden Dreams so by the time we're done we think we'll be able to say that 
Hollow Knight is 'complete’. Unmet stretch goals may be incorporated, if we can 
come up with interesting ways to get em in! [Link] 


William: Oh and some of this stuff might include new cutscenes, yep! [Link] 


Q: Are there any plans to eventually see Iselda with her weapon? I personally 
believe it could be a dream fight inside Cornifer after he sleeps when you get all 
maps. 


William: Iselda is starting to feel a little restless... we may see her leave her shop 
to stretch her legs soon. [Link] 


Q: Will we ever get a chance to help a certain cute bug friend that likes to sing? I 
still visit what is left of her when I play the game. Another question, how do you 
guys sleep at night? 


/s to that last question but I am curious as to whether that truly is the end of the 
best bug. I really miss her humming :c 


William: Hey as long as you don't kill her, there's always the chance of a happy 
ending. [Link] 


William: ...right? [Link] 


Q: What was the inspiration for Mr Mushroom? 


William: You know that little nook that Cornifer sits in in the Fungal Wastes? 
Once Cornifer leaves that nook was so empty and sad. We needed someone to 
come in and fill that nook up, so we turned to Mr Mushroom. 


Thankyou Mr Mushroom. [Link] 


Q: Why was it decided to cut certain content from the game? (Eg. The forest of 
bones, or dream diving) And is there a possibility of them still appearing? 


Ari: We did experiment with a full dream diving system (Dream levels in every 
NPC's head!), but it ended up feeling really disjointed and distracted from 
exploring the world. The time we saved making dream levels went into more fully 
fleshing out Hallownest. 


Boneforest made the world map too big! Some players get overwhelmed, even at 
the current size. It was a huge area. Also we would have died making it. We're a 
tiny team! [Link] 


Q: Why is 15S the price of the game? It seems rather low for what it is. 20S definitely 
could've worked, and I'd even say up to 30S would've been fine. I do understand 
people tend to be more skeptical and less likely to buy at higher prices regarding 
indie games, but 15S felt too low. 


William: $15 seemed like a good price point to us, we wanted as many people as 
possible to try it out and play it. We settled on it pretty early and are definitely 
happy with how many people have picked it up, especially during sales. [Link] 


Q: Is Hegemol actually Sly? 


William: iii! [Link] 


Q: Is there a baby stag somewhere out there? 


William: There might be - that's the hope that the Old Stag holds deep inside him. 
[Link] 


Q: Where was the Failed Tramway going to connect to if it was ever finished? 


William: It was part of an attempt by the bugs of Hallownest to expand their 
kingdom into the unknown territories below them. Unfortunately things didn't 
quite work out for them. [Link] 


Q: Menderbug is dead, now the tramway will never be finished :<. 


William: He's only dead if YOU killed him >:| [Link] 


Q: Was the secret ending with Mr. Mushroom intended as a joke or are you guys 
seriously intending to follow up on that? If so is that going to be addressed in 
Hornet's Campaign or is it planned for a sequel/spinoff? 


Ari: Dead serious. We don't joke about Mr Mushroom. His journey is far from 
finished. [Link] 


Q: Hollow Knight is still my game of the year for 2017, I can't stop recommending it 
to people. I adore Metroidvanias ever since playing Symphony of the Night on the 
PS1 back in the day, Team Cherry have crafted what will probably be one of the 


defining games of the subgenre, and that's with some serious competition, I've felt 
the metroidvania has had an incredible ressurgance in the last couple of years, with 
Momodora: Reverie Under Moonlight, Salt and Sanctuary, and Headlander just last 
year. 


You started your kickstarter for Hollow Knight back in 2014, you'd obviously been 
working on the game for some time before that, and that year Guacamelee came 
out, then in 2015 we had Ori and the Blind Forest, Shantae, Axiom Verge, the bar 
was pretty much being set higher and higher for Metroidvanias. So I have to ask, did 
this ever feel daunting? Did you look at other titles in the subgenre that were 
getting routinely praised, and think "holy crap, we gotta step up" or did you try to 
ignore them? Because Hollow Knight came out after it seemed like the 
Metroidvania had peaked, it's practically been a golden age, did you imagine you'd 
not only succeed, but raise the bar even higher? 


William: When we were making it, we didn't really spend much time directly 
comparing Hollow Knight to other stuff coming out. If we compared it to 
anything, it was probably the older games that were our main influences like 
Zelda 2, Faxanadu etc. Our initial ambitions were pretty small too, we didn't set 
out to be any game's rival - we started making a small game that we thought 
would be interesting, then as we kept coming up with ideas we crammed em in. 


[Link] 


Q: Hello guys I have no questions for you but i just want to say that hollow knight is 
one of the best game ive played in my 25 years of gaming ! I could feel the love you 
put in this game in each part of it during my playthrough. Hope you read that ! And 
sorry for my bad english haha keep the good work and take much money from it 
you deserve it 


William: Thanks! :) [Link] 


Q: Why does the floor to Dung Defender's hideout not shake? 


William: He is an excellent craftsman. [Link] 


Q: lam so happy that you guys buffed Nosk. He needed it badly. Any ideas on 
revisiting other bosses or creating a boss for the hive? 


An I want to pay you guys more. Hollow Knight is just outstanding! 
William: Ah, thanks! Yeah Nosk always felt incomplete, I was glad we made time 


to go back and add to that encounter. For the future I guess we'll try to balance 
tweaking old stuff with adding new stuff - we do have ideas for both though! 


[Link] 


Q: Any plans for new dream bosses? (5 Knights) 


Ari: Yes for both! We've planned to explore the great knight's in a slightly 
different way though, not necessarily in dream! [Link] 


Q: What keeps you guys going every day? What brings you into the office each day 
ready for more? 


William: Coming up with an idea, wanting to see it come to life, coming up with 
another idea... and so on and so on! [Link] 


Q: Hey! This has become my all time favorite game, and I've spent so far around 60 
hours in it, first beating the game on normal, then getting 100% on a second save, 
and now I'm doing a steel soul run. Just wanted to ask, since this game is full of bugs 


and such, if you guys ever considered adding ants into the world? This was just on 
my mind recently. Thanks again for such a wonderful game! 


William: Ants are cool, and there's lots of interesting stuff you could do with 


them. They were planned for the Bone Forest area so didn't make it into the base 
game, but we might see some ant stuff in future updates? [Link] 


Q: will we ever get more backstory on zote the mighty? 


(also, just wanted to say thank you for making such an amazing game. you guys 
rock!) 


William: Thanks! As for Zote, he has a habit of turning up in strange places so we 
might be seeing more of him in future. Whether we particularly want to or not. 


[Link] 


Q: Will Bretta love me forever? 


William: Nothing lasts forever. [Link] 


Q: How did the player character escape The Abyss? 


William: We're not sure - we know that some of his siblings managed to make it 
out of the Abyss, but most of them did not. Whether those who made it out were 
somehow different, or whether some of them were just lucky... that might be 
something we examine later! [Link] 


Q: Does Cornifer have a teleporter, if not what weapon does he use to get to where 
ends up? 


William: Cornifer has a knack for keeping out of harm's way, and also his shell ois 
surprisingly sturdy so he can take his share of bites and scratches. It's all part of 
the fun as far as he's concerned (except for Deepnest - he was glad to get out of 


there). [Link] 


Q: Is the statue all we'll get to see of The Hollow Knight before they were sealed in 
the Black Egg? They look rather dashing in that getup. 


William: We have some ideas regarding another ‘look’ at the Hollow Knight. 
Hopefully we can make it happen! [Link] 


Q: How can you, being only 2 people, make a game SO GOOD? I'm truly amazed, 
seriously. 


Ari: Hey thanks! We should say though, Hollow Knight was also developed with 
our friend David Kazi, who did a lot of the technical under-pinnings for us. All 
things that go right over our heads. 


We also had Chrisopher Larkin doing the amazing sound and score, and Matthew 


‘Leth’ Griffin coordinating all sorts of marketing, testing and businessy stuff from 
his home in California. [Link] 


Q: is there a way to get Menderbug journal without doing a certain unspeakable 
thing? 


William: Sorry, it's a Hunter's Journal, not a Friend's Journal. [Link] 


Q: What part of the game was unexpectedly difficult to create? 


Ari: The map! Specifically getting the level of detail right. Originally it was super 
explicit and detailed, useful to navigate, but visually exhausting for the player. 


[Link] 
William: UI stuff (menus etc) always take a bit longer to make than I expect. or 


maybe it just feels longer because making that stuff is not as much fun as making 
bosses or enemies or whatever. [Link] 


Q: Will any of the other vanilla game characters or bosses get dream fight variants 
in the next content packs? 


William: The next content pack is a little different from Hidden Dreams - the 


focus is on all-new content and characters. After that though, we might look at 
some more dream battles or boss variants. [Link] 


Q: What is the ETA on Content Pack 2? 


William: In the coming months! We've gone straight from working on Hidden 
Dreams to working on Content Pack 2 so full steam ahead! [Link] 


Q: What is Steel Soul Jinn's relation to Confessor Jiji? 
Q*: It's his her Final Form... 


Edit: Well, that's embarrassing. Thank you for the info, Team Cherry! 


Ari: Jiji and Jinn are both female! But yes, there is also mysterious connection 
between them. [Link] 


Q: Is there an area you would have liked to have more to work on? Kindoms Edge 
and the Hive felt a little bit like it. Did those come in late? 


Ari: Neither zone came in super late, but the Hive particularly, we would've liked 
a little more time on. Not that we wanted to do much more, just details and 


density. An NPC to meet in there? Or little Hivehomes, with sleeping 
bee-creatures. That would've been cool! [Link] 


Q: What are the pros and cons of being a two man studio? 

Ari: Pro: We get to do everything ourselves! 

Con: We have to do everything ourselves. 

It's actually super fun. because there's just the two of us, we're always doing all 
sorts of different jobs, so each day is really different and varied. We'll be 
designing areas, alongside building bosses, alongside making cutscenes, then 


writing dialogue, and prepping trailers. It's very intense, but very entertaining. 
[Link] 


Q: Will Hornet's campaign take place before or after the events of the game? 


William: Ah! We're not quite ready to answer that yet, sorry! [Link] 


Q: Why did Tiso just die randomly at the arena? Was there more planned for him? 
He was my favorite character and to see him just thrown to the wind honestly kind 
of hurt. 


William: Hallownest is a brutal place, and not everyone gets their moment of 
glory, sadly. [Link] 


Q: Hey Team Cherry, thanks for taking the time to do this! I just wanted to start out 
by saying that I absolutely love Hollow Knight; it's easily the best game I've played in 
years, and I am eagerly awaiting all of your future updates. :) 


In the spirit of the AMA, there are a couple questions I was hoping you could 
respond to: 


1. I'm a huge fan of the soundtrack (City of Tears, Soul Sanctum, Crystal Peaks, and 
Queen's Gardens are my personal favorites), but I was a little disappointed that 
some of the more ambient tracks weren't included, such as the Abyss, Deepnest, 
the Infected Crossroads, the Hive, etc., so 1 was wondering if there were any plans 
for a second installment of the soundtrack as more content is added? 


2. Are there any plans for a NG+ mode in the future? I'd love you see how creative 
you guys are in figuring out how to make the game more difficult (as if it weren't 
difficult enough already). ;) 

Once again, thank you guys for making such an incredible game! 

William: Thanks! 

1. We do have some plans for an upcoming release. It's still in the planning stages 
but we might include some of the stuff people have asked for, like some of the 


missing ambient tracks. 


2. Haha, maybe? If we can think of an interesting twist on it we might put one in, 
although we're pretty busy with the content packs and Hornet's dlc. [Link] 


Q: What happened to Quirrel after you met him in Blue Lake? 


William: He is no longer there. [Link] 


Q: You guys have already committed to a lot of post-release support what with the 
free content patches and the upcoming Hornet DLC; I can't help but wonder, is 
there any chance of that Zote third character campaign at some point in the distant 
future? That stretch goal was never met, but you've certainly struck gold with your 
big debut! 


William: Ahhh, maybe! We do have an idea for a third character's story that we 
think would be a lot of fun to make. It might be a little way off though. [Link] 


Q: What happened to all of the hunters siblings? 


William: We're not sure. Either they went off to hunt in their own territories, or... 
[Link] 


Q: Hey Team Cherry! I really love Hollow Knight, it's very satisfying to play 
exploring around, fighting bosses, talking to cool characters. Thank you for all your 
hard work! 


I really enjoyed Hollow Knight's intro sequence where the lore was pretty optional 
and | got to explore at my own pace until the exciting boss fight. It just flows so well 
and interestingly! So, because that intro was so strong did it happen to be one of 
the first things that you guys tried to develop? Or was it like Doom where the first 


section was created long after having made other parts of the game, after seeing 
what worked? (and if so what was the first sections you developed?) 


Also last question what parts of Hollow Knight would you say you are still most 
passionate about? :) 


Thanks again! 

William: We worked through the areas of the game in roughly the order the 
player explores them, so King's Pass and Crossroads were built first. That meant 
we had a lot of time to go back and refine them, so we kept tweaking and adding 
new stuff. That probably explains their feeling of 'completeness' or overall polish 
I am still passionate about running around smashing background objects with my 


nail and cutting grass and bouncing off of enemies! I spend a lot of time playing 
the game but I still have fun testing because controlling the character is a lot of 


fun. [Link] 


Q: What's each of your guy's personal favorite track? 


William: Ahhh, that's a hard question! I think I'll say Hornet's theme, and for Ari 
it's Dung Defender's theme. [Link] 


Q: Hey TC, thanks for making an amazing game! 
Lore questions 
How does Leg Eater convince the Lumaflies in his fireplace not to fly away? 


Can you wink-nudge us in the direction of understanding the hidden Grub diagram 
in the Tower of Love, or is that going to be a "hmm, mysterious..." thing for now? 


When you first enter Dirtmouth after breaking the door, you fall off a ledge that 
seems to be a broken bridge. Where would that bridge have led? 


In the Fungal Wastes, there is a prison-type thing(?) guarded by bomb-shooting 
plants - what was he imprisoned for, poor guy! 


One of the fungal lore tablets mentions a lord of Deepnest, "once of honoured 
caste." Will we explore some of that Deepnest ancestry in the future? 


Was naming the bee queen "Vespa", as in "hornet", intentional, and does that have to 
do with Hive lore? 


What's Tuk's friend going to be sorry for? 
Content questions 


Is Chris ever intending to publish official piano transcriptions of the HK OST? I'd 
buy that scorebook :p 


What's your least favorite enemy/boss? 


Hidden Memes just dropped and I already can't wait for your next endeavors! Thank 
you all so much again for creating such a fantastic world. 


Edit: Jinn!? 
Ari: Phew! This is a lot, but I'll just answer a few of these: 


Vespa to Hornet was intentional. There was an old concept here that may still 
apply: Hornet was the 'Child of Three Queens, one birthed, one raised, one 
trained. It is from the third queen that Hornet took her name. Whether that 
notion still applies however, I can't confirm, though it was definitely the basis for 
the names. 


For the lore tablet 'of honoured caste; further elements of Deepnest's past will be 
illuminated in future, but we can't say anything specific for now. [Link] 


Q: Are the bees in the Hive affected by the infection? They seem to be safe from it 
and I assumed they embraced their natural instincts. 


Ari: The Hive's residents have also, sadly been consumed by the infection, 
weakened by the death of their Queen. [Link] 


Q: Some guy made it to Hornet in Deepnest (sitting by the dreamer) with the flower 
and wanted to give her the flower as a gift (like Elderbug). This didnt work of 
course. But this would have been awesome. Hint. 


William: Oh man, well done that guy for the attempt at least, sad that he wasn't 


rewarded. I'm not sure Hornet is really interested in gifts like that though, she 
kinda has other things on her mind at that point. [Link] 


Q: So what's up with Leg Eater? 


William: Leg Eater puts his heart and soul into his work. He doesn't really let this 
on, but he loves company. please visit Leg Eater when you can. [Link] 


Q: Is the next major DLC /update in works, and if so how long approximately until 
it's almost complete? 


New areas to explore would be great! 


William: We're working on content pack 2 right now! No holidays for Team 
Cherry. We're aiming to have it out in the coming months. [Link] 


Q: No questions, just wanted to stop in and say I was absolutely blown away by 
Hollow Knight. I was raving about it for weeks after I finished the game, shoving it 
in the faces of my friends and telling them it's a must-play. 


My partner and I saw your Kickstarter back in 2014; this was several months after 
we had completed our own Kickstarter for a Metroidvania/RPG. We were 
impressed from the get-go and I knew as soon as it was released I had to play it. I 
had no idea it would be so successful, though! 


We haven't released yet, but playing through Hollow Knight was a much needed 
breath of fresh air for me. It was awesome to see how you guys handled the same 
sorts of things we had to deal with in regard to game design, pacing, story-telling... 
the list goes on. Having started development around the same time, as a small team, 
making a debut game... we always saw parallels between our studio and yours. So 
you can imagine that your success has been an incredibly inspiring experience for 
us, even if you guys did set a very high bar for us to match! 


Anyway, keep killing it guys. Thanks for making something awesome and proving 
that it's possible for small indies to make such a splash in the gaming world. I'm 


itching to jump back in and check out the DLC (once I find some time)! 


William: Thanks! :) [Link] 


Q: So does Hornet have arms? 
Or is she holding that needle through sheer tenacity? 


Ari: Yep yep! She's fully limbed. How many arms though’... [Link 


Q: Will we ever learn the secret of Tiso's shield? 


William: Tiso may be long gone, but the secret of his shield lives on, waiting for 
the right moment to be revealed... [Link] 


Q: Whoever designed most of the enemies of this game, which one is your favorite? 


Ari: The Waterways has a great, weird collection of enemies. I really loved doing 
the Flukemon, and the Pilflip. 


Absolute favourite enemy is of course the primal aspid. No competition. [Link] 
William: Primal Aspid of course, and then maybe the suite of colosseum fighters. I 


had fun making them and the way they can still trick me by feinting then coming 
in for the kill. They're simple-minded but surprisingly tricky! [Link] 


Q: What kind of background and skill level was necessary to make this game? What 
are the most important things you would stress to someone looking to do 
something similar? 


Absolutely loved Hollow Knight. 


William: Ari's background is in animation, and before this I was just a game dev 
hobbyist playing around with stuff like RPG Maker and Stencyl. Dave Kazi, who 
was the technical director, has a background in software development and 
project planning. 


The most important thing is to come up with an idea and make it ASAP! Whatever 
is in your head - do what you can to realise it, even if it comes out shonkily at 
first. Learn how to develop ideas into concepts and execute them, and how to find 
the tools you need to do it. [Link] 


Q; Was there ever anything else planned for the collectibles (kings idol, wanderer's 
journal, etc.) or were they always planned to be specifically a way to get geo? Also, a 
lot of us have an abundance of geo by the end of the game, any plans to bring more 
buyable things to the game? Perhaps a little hovel to buy and settle down with 
Hornet, have a few kids, get a day job maybe, deal with Mother-In-Law the Beast at 
some point. 


William: The relics were always intended as ways to get Geo as well as a bit of 
background on the world via Lemm. We do relaise now that most players in 
swimming in Geo by the end of the game. I think the fact that we rushed through 
the game when we tested it skewed our perception of how much stuff should 
cost. We do have some plans for more things to spend it on though for future 
content packs! [Link] 


Q: How will the death and soul mechanics carry over into the Hornet DLC? She's 
not a true vessel, so the Shade mechanic won't really work. It seems the soul meter 
was used to also contain the Void. Will Hornet still use spells, or use moves 
requiring string? Different strings for different spells? 


William: Hornet will have her own set of moves and mechanics that make sense 
for her. We want her to feel unique and fun to play as! [Link] 


Q: What exactly is Pale Ore? It says it's icy, but that doesn't explain much. Will you 
be expanding on it more? 


Ari: It may be expanded on in future, but all we can say for now is it shares some 
connection with the Pale Beings. [Link] 


Q: Hi Team Cherry! I am loving your game. I'm one of your backers (sadly just 
missed getting into the character making tiers) and I have adored your game from 


the moment I saw it, and I'm so glad to see it's lived up to its potential and released 
as such an incredible game. I love the world you've presented to us, the game itself 
is so much fun, and I always put my controller down eager for more. You've created 
a real gem here. 


Okay, that all said, there's one thing that I'd love to know. When designing the 
characters and bosses and so on, do you have specific insects in mind and build off 
of those ideas, or do you just make something with the style or idea for the 
character/their role in mind? Like, do you start with "let's make a beetle enemy" or 
"let's make a miner character" and go from there? 


Personally I've settled on the Soul Tyrant being a giant vampire tick, but I would 
really love to hear anything you might be willing to share about the creative process 
here. Your designs, your whole world really, is just so awesome to look at and 
explore, and your game has already quite easily wormed its way into my heart as 
one of my all time favorites. 


Aaaand-- Sorry, this was mostly gushing, but I don't know if I'll ever get another 
chance to do it right to you, so I'm taking it while the taking's good. 


Thanks for giving us this awesome game, Team Cherry. I can't wait to see what you 
do next! 


William: Hey, thanks! For the kind words and for believing in us during the 
Kickstarter :) 


It went both ways with character/bug design. Sometimes we started with a 
specific bug in mind, like for instance Willoh was based on a crazy-looking giraffe 
beetle I found on google. Most characters though were designed as 'characters' 
first if that makes sense - we came up with their role and personalities and then 
designed their looks to match that. [Link] 


Q: What can you tell us about Quirrel? 


William: Quirrel is a light-hearted guy who just loves to explore and take in the 
sights. Spends some time with him whenever you can, he loves that. [Link] 


Q: Will we get new areas in future updates, such as the Forest of Bones or maybe 
entirely new concepts and locations? 


It has been asked a few times already and I've already read the answers, actually, 
but my hope is that if enough people ask for new areas then your hearts will be 
taken by passion and inspiration and you will want to craft massive new areas. 
There is no such thing as "too big" or "too overwhelming" if the content is as 
consistently excellent as in Hollow Knight, there is only more blissful adventure and 
jolly exploration! 


Congratulations on the game, it's amazing and managed to surpass even the mighty 
Breath of the Wild for the title of GOTY 2017. 


William: Some of the upcoming content will include new areas, as well as new 
characters and bosses! [Link] 


Q: Will we ever get a glimpse of Hollownest from the view of another bug? Perhaps 
from earlier times. 


Love the game, love the world you set up, I just want to see more! 


Edit: Just want you guys to know that you have created one of my favorite games 
here. I love the art, just absolutely beautiful. The style is great too. Simple and 
effective! The soundtrack is to die for, truly. I just sat and enjoyed Greenpath for a 
while. Dung Defender is still one of my favorites! You guys also write fantastic 
characters. You feel good when they do, and sad when they do. Not to mention the 
lore. This game is amazing, through and through. Please keep up the great work. 
Sorry for the rant! 


William: You'll be seeing things from Hornet's perspective in an upcoming DLC, 
and you might be able to journey as other bugs in the future. [Link] 


William: Oh and thanks for the rant! That stuff is really nice to hear :) [Link] 


Q: Do you have anything else in store specifically for steel soul 100% type players? 
(besides just adding really hard bosses) 


William: Hmm, like what? More content is coming but do you mean like a brand 
new mode? [Link] 


Q: You guys have helped give the Australian game making industry a good image, I 
was surprised to see that you guys are Australian, considering there aren't a lot of 
really notable games being made here, it gives me hope for Australian game 
development in the future! 


Simple question; Are you guys planning on making any other games? What genres 
do you want to explore/develop for? 


William: Are we planning on more games? For sure! We'll be busy with Hollow 
Knight stuff for a bit longer, but we're kicking around an idea for our next game 
that we think would be a lot of fun to make! And hopefully play! [Link] 


Q: Will we ever see Isma as anything more than a silhouette? 


William: We'd like to look a little more into all of the five knights in future. We've 
got some good ideas for it at least! [Link] 


Q: what are your opinions on the mighty meme that is flukemilf 
William: What. [Link] 


William: Actually nah don't tell us what that is thanks. [Link] 


Q: What was the hardest thing for you about making the game? Was there a 
particular area/enemy/boss you had to redo several times, for various reasons? 


William: Nothing had to be redone apart from minor alterations, which was lucky 
because we didn't have time for any major overhauls anyway! Some of the more 
elaborate bosses took more time of course, like False Knight and the final bosses. 
Actually, I just remembered that False Knight somehow became corrupted at 
some point (corrupted as in his data became unusable, not corrupted as in he 
went all orange and became a cool new boss) and I had to rebuild him. That was 
annoying! But he got there in the end. [Link] 


Q: Do you plan on expanding more on the lore implications from HD, specifically 
the Battle of Blackwyrm stated in White Defender's journal entry? 


William: We have plans to explore some of Hallownest's past at some point. [Link] 


Q: Could you name a few of your favorite bosses? 


William: I really like Dung Defender, his battle has such a fun tone to it, I was sad 
that it was so easy. That's the main reason why I was so keen to revisit him for 
the first Content Pack. [Link] 


Q: Will you be revisiting some of the things teased during the kickstarter that didn't 
get funded after completing the things that did? I'm sure a lot of us would be more 
than happy to throw more money at you. I personally didn't know about the 
kickstarter while it was happening and I very much so wish I did. 


William: Some of the stuff that wasn't met has already been included in the game 
in some form, eg the Colosseum. We're still adding stuff, and we might look to 
unmet stretch goals for ideas! [Link] 


Q: Can you add more graphics options so I can play on my terrible laptop 


Ari: We'll keep optimising the game, and a lot of our Switch focused efficiencies 
will be rolling back into the PC build. Some of those may come as expanded 
graphics options. 


No promises that makes it playable on a terrible laptop, but the game will 
continue to get smoother, and better, with time. [Link] 


Q: This has probably been the best game I have played in a while. But two questions 
any tips on soul master (I constantly get destroyed) and any news on the switch 
version. Thanks 


Ari: First big tip for Soul Master is: He's completely optional! You don't have to 
fight him at all to finish the game. 


Second tip is: Leave him till late game when you're ultra-powered up, and he's 
much less daunting. [Link] 


Q: Is Lurien x The Collector canon? 


William: Everything not explicitly contradicted by the game can be canon, if you 
close your eyes and imagine it. [Link] 


Q: Is there any actual reason why the White Palace disappeared? 


William: Yep! [Link] 


Q: Will we ever get to know more about the Colesseum of Fools? 


William: We might be peering a little deeper into the Colosseum in a future 
content pack! We've got some ideas rolling around for it anyway. [Link] 


Q: How come you guys decided against making all Five Great Knights bosses? 
Additionally, why is the Dung Defender so hilariously cool? 


Ari: Sadly, some of the five knights have already passed at the time of Hollow 
Knight. We would've loved to have them as bosses, if only they'd stayed alive long 
enough. [Link] 


William: And Dung Defender is cool because he's so enthusiastic and upbeat! 
[Link] 


Q: Will we ever learn more about the bug that was the False Knight's mace? I think 
it would be neat to see it hanging around somewhere. 


William: Haha, like give it its own spin-off game? Maybe it gets caught in a weird 
huge pinball machine and has to escape. [Link] 


Q: Gosh, sorry if I'm asking too many questions! They just keep coming as I keep 
thinking. 


Will we ever get to see anything beyond Hallownest? 


William: It's likely that we will, yes! We've started talking about new kingdoms to 
explore... [Link] 


Q: Could we get a list of backer-created content? 


I know there's the option for character credits but in the Kickstarter other content 
including a village got backed. Is this village in the current build or coming in the 
future? :x 


William: We don't have our own list of the backer-created content so I don't have 
one on hand. We could possibly put something together later if people are 
interested. Or maybe someone on the wiki has put one together? I can say that all 
of the Warrior Dreams were backer created, most of the NPC dreams, and a few 
NPCs as well. [Link] 


Q: What was the first spark of inspiration that then led to the game as we know it? 


William: The character first popped up in a game jam we did, which also the 
genesis of Team Cherry (and our old logo). You can chekc it out here: 


http: //www.newgrounds.com/portal/view/643636 [Link] 


Q: Will you ever release a "Zote(A knight of great renown, cross me and you shall 
know why I call my nail life ender) only" mode into the game?(Well, there goes my 
joke question) 

William: We did have some ideas for implementing this but never got round to it. 


Maybe in the future? Although we do have heaps of other stuff planned to... will 
Zote be forgotten yet again?!?! [Link] 


Q: 1. Will you be revealing the rest of the world outside of Hollownest? 


2. Will we be seeing anything more of the past of Hollownest before the events that 
we see the effects of in Hollow Knight? 


3. I know you just release Hidden Dreams, but any idea when we will be seeing 
more content? 


4, What's the deal with Leg Eater? 


5. What is the process of making characters, elements, and the world of Hollow 
Knight into a finished product? 


William: 1. Probably! 

2. Maybe! 

3. In the coming months. We're gonna work hard on getting it out! 
4. The best character. 


5. Idea > Talk it Out > Sketches > Final Art > Behaviours > Placement [Link] 


Q: Hi Team Cherry, i just want to say, i've been looking forward to this game ever 
since Mriwont4get's interview in 2014 and it has surpassed all expectations :D 
Regarding a bit of lore behind one of my favorite bossfights, i just have one 
question: How did the Collector gain a map of all the Grubs and their locations? Did 
he place them himself? 


William: Hey! That was a fun interview- it was during our Kickstarter and man 
that feels so long ago! The Collector seems to have made the map you find in the 
tower - what its thought processes are exactly though, who knows. [Link] 


Q: Any tips for other aspiring indie devs who want to make a game? 


Ari: Get involved with Game Jams! That's the simplest, and best answer. They're a 
great way to experience the whole game-making process in a tiny window of 
time, also a great way to meet others who share a similar interest. 


Hollow Knight was originally a game jam game, that grew too large for the jam! 


[Link] 


Q: I never played the game but it looks interesting, how long did it take to fully 
complete the game? 


William: Ari and I worked part-time on prototype for about half a year, then the 
game itself took a little voer two years of full-time development. [Link] 


Q: Is the Switch version planned to have the released content packs on release, or 
will those be a little later on? 


William: We're aiming to have some of the content packs included at launch. 
[Link] 


Q: When can we expect the Mac update for HK roll out? 


Ari: The mac build of HK is ready, and we're just doing a short bit of testing 
before releasing it to all players. If you're on Steam, you can try it now by opting 
into the Public-Beta channel. 


Expect all mac builds (including GOG and DRM-dree) to be live later today. [Link] 


Q: Do you ever plan on adding more playable characters and exploring their stories 
I.e. Quirrel or even the Nailmasters? :D 


William: We do have some ideas for additional playable characters that we're 
kicking around! We'll see if we can squeeze something in! [Link] 


Q: Do you have a favorite area? 


William: This might be a weird answer, but Waterways will always have a place in 
my heart. Unlike most other areas, Ari did all of the layout and enemy placement 
stuff, so when I went in to test it was all fresh to me in a way that no other area 
was. I had a lot of fun playing it like an actual player would, getting lost in the 
pipes and getting surprised by ambushes and stuff. The enemies are fun and silly 
and creepy too, and a lot of fun to voice. And of course it has Dung Defender, who 
is a super fun guy that I am very attached to. [Link] 


Q: Congrats on the huge success of Hollow Knight, it's my favourite game so far this 
year. Any plans for ultrawide resolution support? This game would look even better 
in 21:9. 


Ari: We did experiment briefly with this, but what's visible to a 21:9 player was 
often cut off for a 16:9 player. In a 2D game like HK, many secrets and game 
elements are built specifically around the bounds of the camera. Having this be 
variable was a huge headache, and an enormous challenge to manage, so we 
ultimately locked to the current ratio. [Link] 


Q: On a scale from Dark Souls to Elder Scrolls how secretive do you plan on being 
on everything in the end? As in will we ever learn everything about the world and 
it's characters or will a lot of it have to be assumed or theorized after all the 
content packs and DLCs come out and you move onto the next game? 


William: We're not too fussed about filling in every single gap in the world - we 
feel like that's part of the game and it's the player's role to complete the whole 
picture int heir heads. We do have plans to elaborate more on stuff though in the 
future, particularly in Hornet's DLC. [Link] 


Ari: We won't say much outside of what's told in the games themselves, but as 
more Hollow Knight content is made, certain elements will be clarified. 


It's unlikely players will ever learn everything. It'd take us too long to say it all! 
And the world is going to become a lot less interesting for us to develop if 
everything hard-set in stone. The ambiguity is half the fun! [Link] 


Q: Are there any other god-like beings that exist in Hollowest like the Radiance? 


William: There are certain creatures in the world of Hallownest that exist above 
all others, higher beings like Radiance and Wyrm and Root. If there are others 
like them, we'll probably run into them in future adventures. [Link] 


Q: Will the content that was promised, but eventually cut from the initial release, be 
added? For example, White Palace was supposed to have 2 new bosses, The Abyss 
was meant to be a huge expansion with 4 new bosses, and The Colosseum was said 
to have 4 new bosses and a certain "mystery" behind it. 


Ari: White Palace, i can't remember what happened to its second boss? I know 
Kingsmold/Golem was one. 


The Abyss was a stretch goal we never did reach, though we'd really love to 
explore it! What you see in the game is actually just the Abyss Shore. The 
expansion would've taken players down into the lake of void, to explore the 
twisted space within. 


The Colosseum does hide a secret, and there's a chance we'll explore it in the 
future. I'm trying to remember how many extra bosses we did put in the 
colosseum. Zote was one. Those Fat bees were another... Two of the Colosseum 


warriors were originally bosses, but we liked them so much we transformed them 
into regular foes. It's all a bit of a blur! [Link] 


Q: What do you think of a Gamecube/Dreamcast/Xbox/Playstation 2 release? 


William: We'll make a GBA version, then you can play it on GameCube via the GBA 
player. [Link] 


Q: Will there be any retail copy for switch?? 


Ari: We're trying our best to make this happen! [Link] 


Q: Was the real Hollow Knight in his prime more pure than the player? 


William: That's a big question, and one that there isn't an answer for yet. We 
might look a little more into the Hollow Knight's past at some point though. 
[Link] 


Q: Will you guys be adding modding support towards the end of this game's 
development like the developers of Terarria? We we're talking in the subreddit 
about fun ideas like custom Colosseum of Fools trials, but obviously it's not 
something very feasible for the developers alone to do. However, with a proper 
modding community, this game could have so much extra potential. Custom arena 
trials, boss rush modes, new areas, new bosses, new mobs, etc. There's so much 
that could be done. Just look at what modding support from the get-go for 
Starbound has done for it! Either way, thanks for the fantatic game. It's definitely 
my game of the year for sure, and I'm glad it was my first of the genre. 


William: It's not something we're very familiar with, but we could potentially look 
at it later on. It just depends how much work it is/how much time we have! That 


said, there are already some really good mods out there for Hollow Knight, like 
Lightbringer. [Link] 


Q: Who exactly is the Esmy that Sly mentions when you first find him? 


William: Someone that still lingers in his dreams. [Link] 


Q: (in the future) Are you going to explore the dream nail dialogue from Zote? I 
heard it was during the Colosseum fight; "Are you proud of me now father?" and "I'll 
kill a thousand more... Will that be enough, father?" 


William: Hmm, maybe? I kinda like Zote's past being shrouded in mystery though. 
[Link] 


Q: Do you know which voice actors did the blips for each characters? If so could 
you give a few examples of the actors and their characters? 


William: I can tell you some of the voices I did! 
Zote 

Dung Defender 
Snail Shaman 
Grubs 

False Knight 
Collector 

Leg Eater 
Menderbug 
Salubra 

Mr Mushroom 
Lots of enemies 


Probably more, that's just off the top of my head. Doing these was a lot of fun! 


[Link] 


Ari: We'll do a proper break-down on who did the voices in future. William did 
something like 30 characters! I did about 15. We brought in some friends to fill in 
the gaps. [Link] 


Q: I can't think of anymore questions so uh, how's your day been going? 


William: Good! I got up early on a Sunday for the AMA which I kinda grumbled 
about but now I have so much Sunday left cos I didn't sleep in! Oh but my work 
computer is busted so that's annoying. Luckily I can go back and work from home 
(or sneakily play more of The End is Nigh) [Link] 


Q: I love this game, but what i love most is the exploration mechanic 
Are we going to see more of this in future DLCs or Expansions? 


Ari: Absolutely. Exploration is the heart of Hollow Knight (and most metroid type 
games). Expect to see new sights in future. [Link] 


Q: What do you think about other great Metroidvanias of the last few years in La 
Mulana, Ori and the Blind Forest and Rabi Ribi? Were other games an inspiration to 
your team? 


Ari: La Mulana is enormous and incredible! One of the greats. We haven't played 
Ori yet though we're very keen to. We hear very positive things about it. 


Neither of us have looked into Rabi Ribi, though after buying Momodora, Steam 
keeps advertising it at us! 


Hollow Knight's major inspirations were Zelda 2, Faxanadu and Megaman X, along 
with other NES, SNES era stuff. [Link] 


William: Personally I only played a little bit of La Mulana, but I liked what I played 
and it's a really interesting and unique game. I haven't played Ori or Rabi Ribi, 
keen on getting to them eventually though. I did play Momodora IV and had a 


great time with it - it was sharp and tight and concise! Felt really good to play and 
had a lot of interesting characters/fights. [Link] 


Q: I love the world you guys have created, and the cosmology of its different powers 
of Essence/Dreams, SOUL, and VOID. Will we ever learn more about the Black 
Kingdom hidden in the depths of the world, who had mastery over VOID? Also, did 
the Snail Shamans ever use VOID magic? Some of them turn your spells dark, but 
the Snail Shaman in the Crossroads suggests that the snails didn't use VOID. 


William: Thanks! We may learna little more about the Snail tribe and their 
connectiosn with the world in the future. We have some ideas, anyway! [Link] 


Q: Do you think the game was unsuccessful in terms of quality or sales comparing 
to what you initially planned? 


William: Compared to what we initially planned, the scope and quality of the 
game far exceeded our initial expectations! It was only going to be a short 
two-hour thing at first. [Link] 


Q: Hey there absolutely love the game so far. Still need to finish it. 
What inspired you guys to make most of the enemys bugs or bug based? 


William: Bugs are fun andweird and simple, and the theme of ‘insect kingdom’ is 
really easy to come up with ideas for!! If you can come up with a core 
idea/setting /theme for a game that is easy to come up with ideas for, that's 
basically 50% of the work done already! [Link] 


Q: What have the speedrunners done that simply amaze you? Did you think that the 
game could be completed in the times they're putting out when you were play 
testing? 


William: They've found some pretty cool skips. Some of them we were aware of or 
put in on purpose, some of them were surprises to us. There's a cool skip into Fog 
Canyon using a weird Superdash that Ouro did at SGDQ that I really liked. My 
best time before release was a little over 2 hours, and that's been destroyed by 
speedrunners obviously. [Link] 


Q: Hey guys!! I'm going to start by saying Hollow Knight is an absolutely incredible 
game - definitely in my top 10, and I've been gaming for nearly all my 30 years. It's 
basically perfect. 

That being said, my question is - will there be a way to revisit White Palace in the 
future? 


Also do you guys need help with anything because 
IjustlovethisgamesomuchandIwouldlovetohelpinanywaylpossiblycan. 


Ari: I almost said no to White Palace revisits, but actually... We have some plans 
that may allow a return. Can't specify details though! [Link] 


Q: Which are your favorite metroidvania games (and which of them inspired you to 
do Hollow Knight)? And your favorite games in general? 


Ari: Faxanadu is my favourite metroidvania! It's set in a kingdom build about a 
giant tree, and your adventure has you ascend from the roots to the branches. 


Hollow Knight is kind of a reverse Faxanadu, where that game was about ascent, 
ours is about heading ever deeper, with the world's truths hidden at the very 
bottom. [Link] 


William: I can't pick a favourite, but have you ever played Ufouria: The Saga for 
the NES? I think it never came out in the US so it;s not widely known (not even 
Ari has played it ). It's incredible! A really fun, bright, surprising, adventurous 
metroidvania. Find it and give it a shot! [Link] 


Q: Thank you both for answering, I didn't know neither. I will play them, that is now 
the main objective of my life haha. 


I want to recommend you a small but glorius indie metroidvania, called Odallus: The 
Dark Call. Maybe you know it, but it is really unknown for the genera 


Again, thank you and keep up the good work! 
William: Ah yup, I've played Odallus, it's a really great game! I got stuck on a boss 


though and then got too busy with work to come back. I gotta get back in there 
and finish the job! [Link] 


Q: Is there any relation between Hornet and the Mantis Lords? Both the weapons 
they use and moves they attack with are vaguely similar... 


William: They do have a similar style and grace to them, although we're not sure 
if the connection runs any deeper than that. [Link] 


Ari: Although... Deepnest borders the Mantis Village, and the spider tribe 
(Hornet's tribe) has long been at odds with the Mantis Lords. 


Their weapons and attacks may share some similarities due generations of 
constant conflict? [Link] 


Q: Are you planning or at least talking about your next project? If you decide to 
change the genre, which one would you choose for a new project? 


William: We'll be busy with Hollow Knight stuff (content packs, Hornet DLC, ports 
etc) for a bit longer but we do have a solid idea for what we want to do next. It's a 
different type of game to Hollow Knight, although the things we love most will be 
brought over - adventure, exploration, funny characters, surprises etc. [Link] 


Q: Does Hallownest (or any part of the the big bug world, really) have any religions, 
or anything similar? 


William: There are various kinds of worship in Hallownest, for different 
creatures or monarchs or deities. Some of these are like organised religions, but 
some of them are more on an instinctual level for the bugs, like the way bees 
serve their queen. [Link] 


Q: Is any 1 ending more canon than the others, or are they all equally canon 
(including Mr. Mushroom Ending)? 


Ari: All endings are equally canon. We're not into 'True Endings.’ You choose the 
path yourself. We'll do our best in all future Hollow Knight content to account for 
all of them. 


Saying that, Mr Mushroom likely departs whether or not you see him off. [Link] 


William: I guess our thinking here is that every player's playthrough is its own 
story and its own canon, so nothing is universally true or false. [Link] 


Q: With the dream gate ability you introduced the idea of essence being useful 
outside of Seer's quest. Are you planning on keep tweaking this idea, maybe 
through new mechanics? 


William: No specific plans right now regarding Dreams and Essence but if a 
decent idea comes up we're all for implementing it! [Link] 


Q: When will the next developer update be? 


William: Like the next blog post? We might do one in a week or two, talking about 
how Hidden Dreams went and our plans for the next content pack. [Link] 


Q: Is Hegemol still alive? The maggot never outright states that he killed him, just 
that he took the armor. 


William: Not sure if Hegemol could survive without his shell, but there's always a 
chance he could still be around. [Link] 


Q: Hey, Team Cherry! First off: I'm a huge fan, and I really appreciate the effort you 
guys put into the game, even after its release. 


My question: was there any media - be it games, movies, or whatever - that 
influenced the art and design of Hollow Knight? For instance, the game has often 
been compared to Dark Souls - was this the intention during development? 


William: I didn't actually play Dark Souls until well into development (actually I 
got stuck in crystal land, still have to go back and finish it), on the design side the 
inspirations were older games like Zelda 2, Faxanadu, Super Metroid, Aria of 
Sorrow - stuff like that. Personally, my experiences with stuff like Pikmin, Paper 
Mario and Zelda also influenced the way I approached building the game. [Link] 


Ari: I really liked Demon's Souls quite a lot, when that game out, and I'd played a 
few of the King's Field games before that, though I'd not completed them. 


As William mentioned, for Hollow Knight, our main references were older games. 
I tend to think that the modern trend of comparing games to Dark Souls is really 
just players saying 'This game is like older games, possibly without realising it. 


Lots of modern players haven't played many of those classic games, and Dark 
Souls is the recent game that embodies those classic design qualities. [Link] 


Q: is dung defender wearing a loincloth or is that some kind of fur??? 


Ari: Ahhh! This is his ruff. It's a part of him. He's actually quite furry, underneath 
his armour-like exo-shell! [Link] 


Q: How big will content pack 3 be compared to packs 1 and 2 and the Hornet DLC? 
William: Content packs 2 and 3 will probably end up being a bit bigger than 
Hidden Dreams. Maybe they'll be roughly equivalent with each other? They both 
go in slightly different directions though. 


Hornet DLC will be bigger than any of the three content packs though. So much 
stuff we wanna cram in there! [Link] 


Q*: You said in a blog post that Content Pack 3 will be the biggest content update. 


Ari: It was! At the time. Now Content Pack 2 has grown to be larger than 
originally planned! [Link] 


Q: Will the upcoming content not need a new save file to access? Some of the 
Hidden Dreams content, specifically the new Nosk moves and Revek, potentially 
require playing through a new save file to experience. 


Ari: We may squeeze some more small easter-eggs like Revek and the Nosk 
upgrade into the next content packs, but the major part of each will be playable 
from your existing save file, no matter the stage of the game. [Link] 


Q: Will you guys do another AMA in the future? Thanks so much for having one and 
being great devs who made a great game! 


William: Cheers! we've had fun! I'm sure we'll do another one at some point. When 
we release content pack 2 maybe? [Link] 


Q: Dream nailing Cornifers wife made me really curious. Will we see some of her 
past and what a warrior she was in her prime? 


Also Sly the Nail master. Would have loved to have a Yoda like fight with him. 


William: Iselda turned out to be a really cool and interesting character, so we may 
explore her past and give her a bit more to do in future. As for Sly, we actually 
planned a fight for him and he was even fully animated, but we ran out of time. 
Future content pack maybe...?! [Link] 


Q: How's the optimization going for the Nintendo Switch? I'm really looking forward 
to playing this game! 


William: It's going well! Playing on the Switch handheld is so much fun! We just 
gotta keep working on it so we can get it out to all of you as soon as we can. [Link] 


Q: I know it's a long time until this will happen, but when are you gonna release the 
hornet DLC? 


William: It's a big one, so we don't have a release date for it quite yet. Our next big 
release is content pack 2, after that we might talk a bit mroe about Hornet. [Link] 


Q: Will backer characters and bosses be referenced or reappear in some form in 
later content? Some of them appear to have the potential to expand the lore in 
interesting ways. 


Ari: Yep! Some may. We consider the backer characters as important to Hollow 
Knight, and Hallownest as any we created ourselves. 


If opportunities arise to cross paths with some of them again, we'll make it 
happen! [Link] 


Q: Why can't I play your game with my steam link? I just want to play it from my 
couch. It looks amazing and I enjoyed what I have played but I never boot it up now 
because if I'm on my PC I play m+k games and controller games on my couch :( 


William: I don't know, sorry! We don't have a Steam link and haven't tested with 


it. Have you maybe tried asking in the Steam forums if someone else has given it 
a shot? [Link] 


Q: Will we have a full fledged Hunter boss fight? 


William: Hmmmmmmmmn, probably not. [Link] 


Q: Hey! In the kickstarter there were 10 dream warrior donations made (7 in the 
game), 3 dungeon donations and 1 hidden village donation, what became of thoose? 


It's hard to identify what is from the devs and what is from the backers. (Deepnest 
Village, for example) 


Ari: We agree! We do eventually want to do a video, or at least a proper list, 
detailing all of the cool backer contributions, and talking about how they evolved 
and integrated into Hollow Knight. 


The sketches and ideas that backers supplied are well worth showing as well. 
Some are super cool. Cloth and Tiso are real highlights! 


Some backer content is still due to come alongside Hornet's DLC, so if we do 
make a vid, we'll likely save it till post that. 


The 3 missing dream warriors are just backers we couldn't get a response from 


post Kickstarter! We would've included them in the game, if they'd have gotten in 
contact. [Link] 


Q: Will we ever get to see more on the worship of Herrah, or was that really just a 
little tidbit in the Stalking Devout's description and not much else? 


William: We will exploring the nature of Herrah, her followers, the Weavers and 
Hornet a little more closely in the future. [Link] 


Q: Do you guys have any ideas for some cool bugs to feature in any of the new 
content? 


William: We have plenty of ideas for new, weird bug encounters! We'll try to get to 
as many as we can! [Link] 


Q: Can you do something with grubfather in the coming content packs? 


William: Like what? [Link] 


Q: Are the Knight and Hornet confirmed siblings, or can I finish my fanfic with good 
conscience? 


Edit: Fixed my shameful misspelling 


William: Uh, they are sort of related yeah. I'm not sure that ‘conscience’ ever 
really factors into fanfic writing though right? Have at it. [Link] 


Q: Where does the protagonist put the charms they are currently using? Is it on 
their cloak? 


William: Wherever they put them, it's not visible to the outside observer. [Link] 


Q: Is there any intent to bring noteworthy mods, such as Glass Soul and 
Lightbringer to the console version, similar to The Binding of Isaac Booster Packs? 
My laptop is not good enough to run Hollow Knight (or most current games), and I 
would love the chance to play one, or both on the Switch. 


William: We're a small team and we're not quite sure how to set something like 


that up so I couldn't say right now. Those mods are fantastic though and we love 
seeing them! we'll see how we go. [Link] 


Q: Ever considered adding a dragon like boss fight? 


William: I don't know if dragons exist in Hallownest. Dragonflies maybe? There's a 
bunch of cool stuff you could do with a fight against a big dragonfly. [Link] 


Q: so what were your thoughts with having to find a map every level? It kind of 
killed the game for me, which is a shame because I was enjoying most everything 
else about it 


William: Ah, sorry to hear that! We as players love exploring and getting lost in 
games, and having to find our own way. The idea was to introduce you to each 
area without a map, so you always spent a bit of time getting to grips and poking 
around and building up a mental image of the place, rather than just check your 
map every room. I played Salt and Sanctuary recently and actually really enjoyed 
there being no map, I had fun just playing along and learning all the nooks and 
crannies and passageways. [Link] 


Second AMA 


Q: What went into the decision to launch during Nintendo's E3 Direct? How closely 
was Nintendo involved in that decision? 


William: It was Nintendo's idea! They pitched it to us and we were 
understandably extremely keen. They've been ridiculously supportive of us 
through all of development and now release. Thanks Nintendo! [Link] 


Ari: Completely involved! It was their decision. Thank you Nintendo. 


Luckily the timing also matched perfectly with development of the Switch 
version. [Link 


GNAGGHI: Are we going to get lore about the Snail Shamans? 


William: Hmm. Yes? [Link] 


Q: Despite not reaching the Kickstarter goal, you added the Colosseum of Fools into 
the game. Are there any other Kickstarter goals that were not reached you still 
want to add? 


Ari: We actually did hit the Colosseum of Fools goal, though that was in the 
months after, through PayPal backers. We eventually closed the stretch goals, a 
few months after that. 


We would've liked to do some of the further goals, but if we'd done them all, we'd 
be making HK for the next 4 years! [Link] 


Q: What was the hardest part about the making of Hollow Knight? 


Ari: Playmaker flipping variables randomly, for no apparent reason. Enemies 
would become invulnerable. Switches would stop working. Happened all the way 
up to launch. Very scary stuff, and made it feel like the ground was constantly 
shifting beneath us. [Link] 


Q: After you've finished with Gods and Glory and the rest of Hollow Knight, what's 
next on the Team Cherry agenda? [Link] 


William: We've got playable Hornet stuff to set up, then after that we have some 
ideas for completely new games that we're pretty excited about! [Link] 


Q: First, I just wanted to say thank you for porting this masterpiece of a game to the 
Switch. I’m having so much fun playing it! 


My question is this: do you have any plans to add video capture to the Switch 
release? 


Ari: We are starting to look at it now. If we can make it happen (without 
sacrificing frame-rate), we will! [Link] 


Q: Can you tell us about a few ideas you had for the Forest of Bones, back when it 
was in development? I totally understand and support cutting the region -- hell, I 
can't understand how you've managed to fund the amount of content you've put in 
the game already, never mind Gods & Glory on top of that! -- but all of your ideas 
are so fascinating, and I'd like to imagine more about how that region might have 
been. 


William: Off the top of my head: 
It was at the very bottom of the world, accessed via the bottom-right of Deepnest 


You earned the MOnarch Wings there by fighting a huge bony creature that 
would chase you across several screens 


The lava was gonna kill you instantly (but maybe there'd be a charm to prevent 
that?) 


There was a locked temple gate at the far-right end. To open it, you'd have to find 
and light two huge torches guarded by lava worm minibosses. One of the 
Dreamers would be in the temple... I think maybe the original version of Herrah 
was gonna be there? 


It easily would have been the best area of the game, with fifty unique enemies, 
incredible spine-chilling music, bizarre surprises around every turn etc etc. 
Imagine your favourite area of Hollow Knight, but 100 times better. [Link] 


Q: How did you get your first game this perfect? 
Its honestly a masterpiece and | cant wait for whatever you do next. 


William: Personally, every morning I play Zelda 2 start to finish ten times and it 
gives me incredible game-making skills. [Link] 


Q: If and when you make another game, would you like it to be another 
metroidvania, or a completely new genre? 


William: We have a bunch of ideas for new games, although when we dream them 
up we tend to think about what type of world we want to build rather than the 
genre first. We've got a good spread of potential games though, including some 
pretty weird ones! [Link] 


Q: [have been playing Hollow Knight non-stop for the past week and loving every 
second of it. Thank you for making such a great game! I do have one question about 
a design choice; Why did you choose to place benches so far from boss fights in 
many cases? Is it to give an opportunity to build up soul, add extra challenge, or 
something completely different. No checkpoints before bosses is not a very 
common thing so I was curious. Thanks! 


Ari: We try never to be cruel about this, but maybe it's better to consider the 
boss, and the path before it, as a single challenge? There's also another element of 
allowing time to reflect on the loss, rather than just constantly bashing against a 
boss and relying partly on luck to succeed. 


But! It's also really important to note: We don't have full control over the 
placement of things in Hallownest. The world informs us where objects are 
placed, and how things are built and laid out. It abides by it's own logic, and we 
have to take care not to bash it into place just to smooth it out for players. If we 
do that too much, then Hallownest as a kingdom starts to feel artificial. [Link] 


Q: Would it be possible to put in a bid for Hollow Knight to be considered as a dlc 
character for Smash Brothers Ultimate? His moveset/abilities would be perfect! 


William: After old mate Ridley finally got in, who knows...? Tell us when you set 
up a petition and we'll sign it. [Link] 


Q: What were the cause of all the delays coming to Switch? 


William: We had to rewrite large chunks of the game to get it running smoothly 
at 60fps with no load times. The last thing we wanted was for the Switch version 
to be inferior to any other version. Luckily we had the guys at Sharkjump helping 


us out! [Link] 


Ari: Loading times! Reducing those was 6 months of our life. Matt Le Krupa from 
Shark Jump is planning to talk more about the whole process sometime soon, in 
blog form. [Link] 


Q: Did you think Hollow Knight would make as big of a splash as it has? 


Ari: Not at all! We made a game with the qualities that we love in games: Big, 
mysterious, challenging, the ability to get lost. 


Other than maybe 'Big, Those aren't really things that you'd think most players 
would get into. We figured it'd be a niche thing, but it seems like lots of people 
actually dig those things! [Link] 


Q: Are the switch sales meeting you expectations? Higher? Lower? THIS GAME IS 
AMAZING. 


William: They're good! Didn't have any expectations really, but the response has 
been great and it's been fantastic fun to watch a whole new batch of players join 
the community. [Link] 


Q: What's your favorite HK music tracks? 


William: Ah, this is hard! I love most of the boss tracks, eg Dung Defender, 
Hornet, Radiance, Grimm, White Defender etc etc. Sometimes Chris will deliver a 
boss's track to us while I'm still working on the fight, so I listen to the music on 
loop non-stop while I finish coding it, and I gotta say it PUMPS ME UP [Link] 


Q: Do you currently have any new games planned after Hollow Knight? If so, is it 
going to be something similar in tone or style, or something completely different? 


Why charge so little for the game? I feel like I should be paying more for the 
amount of content you put into it. 


Thank you for making such a great game and I'm looking forward to what you have 
planned in the future. 


P.S. I also wanted to show off my Hollow Knight bleach shirt I made after my first 
playthrough 


Ari: Lots of different games planned! Though we have to keep the specifics secret 
for now. They're all different tones from Hollow Knight, though there's a 
consistent core to them: Big worlds filled with lots of characters to meet, fight, 
befriend. Also lots of secrets to uncover! 


On price: $15 US is actually quite a bit of money for many people, especially in 
other countries than the US. Ultimately, our main interest is that as many people 
as possible play our games, and we want to price them such that players can do 
so. [Link] 


Q: is Herrah Bipedal, or quadrupedal, and how would she wear pants? 


Ari: There's not really a concept of ‘clothes’ in Hallownest. There are cloaks, but 
most of the bugs are naked. It's an all nude kingdom. [Link] 


eecccccccces 


the pants thing) [Link] 


Q: will you add the FAT FLUKE as the most powerful boss in the game 


William: *most beautiful [Link] 


Q: Hello, I bought Hollow Knight on the Switch and am absolutely in love with it! My 
question is, what influenced your team to port Hollow Knight first to the Nintendo 
Switch over other consoles? 


Ari: We're huge Nintendo fans, and grew up playing NES and SNES games, but 
also we had a lot of requests by Backers for a Nintendo platform release during 
HK's Kickstarter campaign. That was for Wii U at the time, which ended up 
shifting to Switch. [Link] 


Q: Get this right out of the way, any plans for a physical release? 


William: Yep, we're working on make it happen right now! Hopefully have some 
news to share very soon! [Link] 


Q: What was your decision to make the map in fog canyon, one of the earliest areas 
you have to go through, such a late game map? 


William: We wanted it to feel like mysterious, uncharted territory for as long as 
possible. [Link] 


Q: Can we expect to see customizable controls come to the Switch port of Hollow 
Knight in a patch down the road? The Joy-Cons have been my favorite controller to 
use while playing Hollow Knight on Steam, but there are a few buttons (like dash, 
focus, and dream nail) that I’d wish to remap. 


Ari: We are trying to get this feature in. It definitely should be there! Will try and 
make it happen with G&G's release. Mayyyy be a bit after though, depending on 
how big G&G ends up (it's already kinda huge). [Link] 


Q: Hi, Team Cherry! Hollow Knight has to be my favorite game of all time. Thanks 
for taking the incredible time and dedication to port it to the Switch! 


So, quick question: do you plan on doing anything else with the five Great Knights 
of Hallownest? They seem pretty ambiguous. 


William: We've got a potential idea for fleshing out the story of the great knights 
that we think is pretty interesting and would be fun to do. Will we actually do 
it...2 Maybe! If we get time! [Link] 


Q: What is your idea of early 2018? 


William: Before December 20th [Link] 


Q: Hello Team Cherry! 


I wanted to thank your for providing to Mexican consumers the game at an 
accesible price. Initially, 1 was not hyped about it. I decided to give it a try, and now 
I believe it is undoubtedly one of the best games available for the Switch, thanks for 
making such a beautiful masterpiece. 


I was wondering if you are considering a physical release. Also, which was your 
inspiration to design the overall world of Hollow Knight and the main character? (I 
hope you could provide a spoiler/free answer, as | still do not finish it) 


William: You're welcome, we're glad that so many people in Mexico get to try out 
the game! As for physical release, we're lookin’ into it! [Link] 


Q: Can you give us any details on how Bindings work? 


William: Hmm! Maybe not right now, but I think we'll be talking a bit more about 
them pretty soon. Might even show off how they work live! [Link] 


Q: I was so excited to find out that Hollow Knight was made in Australia. Did you 
receive any government assistance when developing the game? Do you think our 
government does enough to support the video game industry? 


Ari: No government assistance for HK. The game was entirely funded through 
Kickstarter and the later assistance of IndieFund, who put in an additional 
$40,000 (I can't remember exactly). 


We're not that aware of government support for games in Australia. But we are 
super glad that platforms like Kickstarter exist globally. It's a much more 
rewarding way of finding an audience, and finding funding. [Link] 


Q: I love the free content dlc that your doing but I don't understand how it's 
economically feasible. How does creating new content after the game is released 
keep the lights on? 


William: Glad you like it! Making new content packs a) is extremely fun, b) lets us 
add finishing touches to the world of Hallownest and keep it alive and c) helps 
keep up enthusiasm in the community and bring in new players. We're 
fantastically lucky that HK has been so well-supported by players that we can 
comfortably afford to spend time doing these free updates. [Link] 


Q: Firstly thank you to both of you and Christopher Larkin for creating what turned 
into my favorite game since the original Metroid Prime. 


Also, does Iselda say “Bafenada” or “Bapenada”? It totally sounds like a f sound to 
me. 


William: Bapanada. Also, Dung Defender's cry is 
"FAAAAAAARRRFFUUUUNNNDADDAAA* [Link] 


Q: Which precept of Zote is the most important? Also may I say I think this game 
uses the hd rumble better than any other on the switch right now. Everything feels 
so exact. Was worth picking up a second time just for that! 


William: The final one. And thanks! Making the rumble was a lot of fun and it 
really breathed new life into our playthroughs. [Link] 


Q: Is there any ETA of the third free DLC? And how will the DLCs be implemented 
on Switch? 


William: Gods & Glory is still "in the coming months for now’ although as we get 
closer we'll be more specific. As for the implementation on Switch, it will be 
distributed free for all players. How that works technically is something we're 
working out now. [Link] 


Q: Thank you all for bringing Hollow Knight to the Switch. My girlfriend was 
watching me play it on the TV and she loves the Green Grubs! Their sounds are 
adorable. 


My questions are: Can you describe your experience developing for the Switch and 
do you feel more confident for the future that your games will come to the system? 


William: Thanks, tell your girlfriend it was me who did the grub sounds 
(although, uh, Makoto designed them and Ari did all the art). 


Developing for Switch took a bit of effort but we learned a HUGE amount about 
development and optimisation and we'll carry that forward into future projects 
for sure! [Link] 


Q: Question: 
I don't know if you've been asked this, but if you were to make a "Hollow Knight 2" 
What would it most likely be about? Would it be centered about the aftermath, or 


possibly something else like some kind of prequel? 


Really love your work, Favorite game by far! 


William: Oh man, we have the best idea for Hollow Knight 2. I was just thinking 
about it the other day. We'll share some more info about it in ten years, please 
keep an eye on our social media channels. [Link] 


Q: First of all 1 want to say that as an Aussie I'm immensely proud of the work you've 
done on this game. | just got the true ending today and am working on that 107% 
competition, and | have to say Hollow Knight has become one of my favourite 
games ever! 


As for my question; 

Have you guys thought about releasing a lore book or other media that goes into 
more detail about the history of Hollownest? 

Like an encyclopaedia or bestiary. 


And when will we meet Mister Mushroom again?! 


Ari: Thanks mate! We'd love some sort of guide-book type thing, but it's not 
something we have the time for ourselves. Maybe our friends at Fangamer could 
whip up something like that?? 


Not confirming anything! But please do pressure them to make one for us! It'd be 


great. [Link] 


Q: How tough was it to cut the Forest of Bones? The area looked so cool, Must’ve 
been a hard decision. 


William: Kinda tough, especially ‘cos it left a big hole at the bottom of the world 
and it was shaping up really nicely. Was definitely the right decision in the end 
though! It was huge, and if anything, TOO much fun if that makes sense. [Link] 


Ari: yeah, it was tough! But it was the right call. The world was already big 
enough, and it would've made it too big. 


Also, most crucially, for it to get into the game, other parts would've had to suffer, 
less npcs, less enemies, more bugs. [Link] 


Q: What engine did you make this game with and how useful was it to you? Were 
you able to focus most of your time on content and art? What were your biggest 
obstacles along the way developing such a large (content wise) game? 


Ari: We started with a smaller engine Stencyl, then switched over to Unity once 
the game grew to large. Unity was great, and yes we were able to focus almost 
entirely on content and art, which is why there's so much of it! 


Hollow Knight is a game built almost entirely from ‘scope creep: Because the 
content is so quick and cheap, William and I can come up with an idea and throw 
it in the game almost immediately, that means we can pursue all the crazy 
tangent ideas we have, or go exploring weird corners of the world, dig out new 
caves, and find strange new creatures there. It's all very light, and fun. Huge 
props to Unity for letting us do that with minimal fuss. [Link] 


Q: What was the key design philosophies behind your level design and exploration 
systems? The game does an excellent job of making exploration fun and exciting 
and im curious about the thought behind it. One attribute I believe is the lack of 
hand holding which i love but i feel like there is more to the story 


William: Maybe one key thing is that when we first designed the world, travelling 
through it was more traditionally linear, ie you unlocked one ability, which 
unlocked one new area, which had one new ability etc etc. As we got further into 
development though, we started chipping away at the world, creating new 
connections between areas whenever it made sense. Watching the world open up 


as we did that was super exciting to us, and so we tried to make the world feel as 
connected and open as we could. [Link] 


Q: What's the best part of Hollow Knight and why is it killing Myla 


William: *shrumal warrior voice* "WOW" [Link] 


Q: Just wanted to know if there are any plans to add a boss at the end of the 
Deepnest? Other than Nosk? 


Also, this game is phenomenal and continues to floor me every playthrough. Thank 
you guys for the incredible effort that went into the whole experience. 


Ari: We had vague ideas about this, but nothing concrete. The dreamers weren't 
really intended to have bosses before them in such a neat gamey way. The 
Watcher Knights were originally in the attic of another tower, one cut from the 
final game. [Link] 


Q: Hi TC! You're awesome and i love your content! i have 3 questions for you guys 


1. How did you guys jump from a really simple flash game to probably one of the 
BEST metroidvanias in the recent years? Was it inspiration or a burst of creativity? 


2. This is a question for Ari, i'm an artist whos very uncomfortable with his artstyle 
sometimes, and i would like to hear some words from you about inspiration and 


creativity since i absolutely ADORE your art style and would love to learn your ways 


3. gagavhen Will we ever get more Zote lore? 


Ari: 1. No big jump really. We just kept working on the game, and it slowly came 
together. 


2. Artstyles don't matter! At least for a game. I think what's more important is a 
theme. HK has insects, and a sort of victorian/fantasy/gothic vibe. The themes 
the important part, and informs all of your design decisions (in game-design as 
well as art). 


Also, remember, the art is only one small part of the whole experience. It's the 
sound, control, art, level design and systems all working together that bring the 
world to life. Often the art, when seen in isolation, can look kinda goofy. 


Even for me, as the primary artist, making art and animation is the smallest part 
of my job. And I try and keep it small, so I can focus on all those other tasks 
(except sound. Chris does that). [Link] 


Q: what is your favorite ice cream? 
William: Mint choc. Or banana maybe. [Link] 


Ari: coconut. [Link] 


Q: how'd y'all get your name (Team Cherry)? 


William: From our game jam game: 


https: //www.newgrounds.com /portal /view/643636 


You eat cherries to stay alive, so we named ourselves Team Cherry! [Link] 


Q: Hello Willm and Ar when God and Glory come out :) 


Ok actual questions now definitely no memes yes 
How many new bosses are planned to be added in GnG, besides Sly and Sheo? 


Will the unlockable mode for GnG be a full boss rush like a lot of people are 
speculating? 


Could you go into more detail about what bindings do and how they specifically 
affect the GnG challenges? 


Will dream bosses like Lost Kin feature in the GnG boss rushes, as well as bosses 
added from previous content packs like Hidden Dreams and Grimm Troupe? 


What other bosses will be receiving remixes? The GnG music is amazing so far and 
it would be cool to know what boss themes will be remixed for it. 


Any ideas/plans/concepts for future games? If so will they take place in the same 
universe as Hollow Knight or be completely different? 


Whomst’d’ve created the legendary THICC FLUKE 


William: Hmm, most of these Gods & Glory answers are top-secret, sorry! But we 
might be sharing some more tidbits before release so keep an eye out. 


Future games: Yeah, plenty of ideas! Way too many to ever make! We're excited to 
be making some games set in fresh new universes, sometime soon... 


Chunky Fluke aka Thiccmon: We had to put together a pitch for treehouse live 
and didn't want the whole thing to just be set in Godhome. "What can we make 
quickly and easily and will really sell the new content pack?" we said to ourselves. 
Thus, HK's greatest enemy was created. [Link] 


Q: Happy Birthday, William. Also, what about your racing scam?! 


William: Mods, pls ban. [Link] 


Q: Do you have an idea for your next game and will it be kickstarted? 


Ari: Yes! And yes! We will return to Kickstarter, though with G&G and then 
Hornet's story, we won't get there for a while. 


The main thing we're excited about from another Kickstarter: Backers 
contributing NPCs & Bosses to the new game. We loved receiving those, and we 
think they added some brilliant, fresh ideas in Hollow Knight. [Link] 


Q: is "DOMADOMADOMAAHAHA’ a better voice line or 
"AAAAHHHHUUUNDDAAAAA" 


William: "Doma, doma doma doma" Was more fun to record. All the shouting lines 
take a toll on my poor fragile voice. [Link] 


Q: How is Gods and Glory going? When will it be out for PC? 


William: Going well! Just last night I finished off a pretty cool new boss that I 
think is a lot of fun, although I did get beaten up pretty badly during the test 
fights. It'll be out........... Soon! [Link] 


Q: Spoilers ahead! 


Do you personally feel that the Pale King is evil? There are some over in the Hollow 
Knight sub-reddit who feel he's evil and irredeemable. 


Context being that he in collaboration with the Moth Tribe sealed away the 
Radiance, who as far as we know wasn't causing harm at the time. Further context 
being his experiments with void to attempt to stop the Radiance - despite him 
having foresight, and knowing an eventual end, and much torment to his children. 


I see it as a man, or bug rather, who had to make tough decisions to create a new 
world grander than the last, and to maintain it - but how do you see it? 


William: Ah, interesting! I like reading people's thoughts on this. Sorry to be a 
tease about it, but as developers we feel like it's not really our place to give people 
our judgements on things like this. It's more fun for us to build a world and let 
the people who experience it come to their own conclusions rather than stomp in 
and be like ‘as the creators, this guy was the baddie' or whatever. [Link] 


Q: flukemilf fight when 


William: Gonna have to be 'never' I think. [Link] 


Q: Bit of an obscure thing but I admire how much attention goes into the 
background and, especially in Deepnest, the foreground. Is there any area's design, 
aesthetic, or other special touches that strikes a special note for you, positively or 
negatively? 


Can't be said enough, but thank you for all your hard labor poured into this 
fantastic little big gem of a game. 


William: I really like the cosy little interiors, like the inside of Iselda's shop. So 
comfy looking. [Link] 


Q: I know you're working on DLC, but I was wondering what your thoughts were on 
a PS4 port in the future? Is there interest on your end? What about Sony? 


I love the game, thanks! 


William: We'd love to see it on PS4! We're looking into it, but nothing concrete to 
announce... yet. [Link] 


Q: Do you plan on making more dream versions of bosses? A Mantis Lords dream 
fight would be amazing! 


William: Gods & Glory will have some new bosses as well as some surprise 
mix-ups... [Link] 


Q: Hi Team Cherry, dropping by for your fantastic game! 


If I may ask about GnG's music, you guys mentioned about remixes of the OST and 
like Hornet's theme remix during GnG, which I assume should play during the 
"boss rush" mode. Are the remixes gonna cover all the major boss themes (False 
Knight, Broke Vessel, Mantises etc) or is it just for a few bosses? Thanks! 


William: Just a few! We don't wanna kill poor old Chris. There's PLENTY of new 
music in Gods & Glory though, much more than in the other content packs. And 
it's all really good! [Link] 


Q: Who is best HK waifu? 


William: Look in the mirror. [Link] 


Q: Any possibility that we'll get a physical release later down the line? 


William: Yep, we're lookin’ into it! Share some news soon :) [Link] 


Q: A lot of non-binary people see The Knight as agender and feel empowered by the 
game. Was it your intention for them to be genderless? Do you support this head 
canon? 


Ari: Absolutely we support this! And it's fantastic that players could feel 
empowered in such a way. Maybe a spoiler, but HK does (almost explicitly) 
confirm its protagonist is genderless. [Link] 


Q: First i would like to thank you for this game, it is my favorite game of all time. 
did you 107% the game in Steel soul mode? 
Do you prefer making this game or playing it? 


William: I can't even remember if I've done an any% Steel Soul run. Maybe? 
Definitely not a 107% run. Since I do the enemy and boss behaviours etc., I play 
the game a lot as I'm making it, so it all kinda feels the same to me? I don't 
actually do many 'proper' playthroughs but when I do I have fun with it for sure. 


[Link] 


Q: What do you like more? Castlevania: Symphony of the Night or Super Metroid? 


William: I haven;t played Symphony of the Night, so Super Metroid for me. I 
played all the DS Castlevanias though! I was replaying of Dawn of Souls just the 
other week, love grinding them souls!!! [Link] 


Q: Will Gods and Glory fulfill my desire to play hollow knight forever ? 


William: Yes, until we release a new game. [Link] 


Q: Who is best girl? 


William: I won't rank anyone myself 'cos it seems a bit superficial, but there's a 
new character in Gods & Glory that I think might top people's charts... [Link] 


Q: What charms do you think are in needs of buffs /nerfs? 
William: Kinda hard for us to say, since we don't do playthroughs too often 


ourselves we generally rely on player feedback for that stuff. I usually go in with a 
lean charm build myself, my only mainstay is Quick Focus. Actually, I have an idea 


eeccce 


[Link] 


Q: hey, team cherry! 
who is your favorite character? 
William: Gorb. [Link] 


Ari: Dung Defender [Link] 


Q: A few questions from a long time PC player. 


This question is from u/megalogwiff. They couldn't make it due to time so I 
promised I would ask it. It'll be the middle of the night for me. 


Do you plan to continue extending the game with paid (or not) DLCs after the 
planned Hornet DLC? 


The next question is something the HK community over at r/HollowKnight has 
been requesting, and I’m not sure if TC has seen it. 


Could we get an update that either mutes Salubras blessing after she’s finished, or 
just mute her altogether? It’s very annoying to have her laugh play on repeat when 
youre trying to enjoy scenery / alt tab for a second, etc. 


[GRUB SPOILERS AHEAD] 


This last question is from me, in regards to the Grubs lore-wise. Could we get some 
insight into why the Grubfather eats all the Grubs? Is it part of metamorphosis, is it 
cruel or in their nature? Any answers appreciated, love you guys and love HK, keep 
up the great work 


William: We have some potential ideas for expanding the HK universe, but after 
Hornet we might take a bit of time first to explore some new worlds and 
characters. 


Don't worry, you earned that blessing and we would never take it away from you. 


Not sure, I've never saved all the grubs. [Link] 


Q: How did you decide to make a game about bugs, how did you make it so 
compelling, and how was it to see your game blow up the way it did and become, in 
my opinion, the best metroidvania of all time? 


William: Bugs are extremely cool and funny, and also REALLY easy to come up 
with ideas for! Game pretty much writes itself. Watching everyone dig into the 
world and reading about their experiences has been brilliant, never gets old! We 
especially love spying on players talking to each other about the world and the 
lore and swapping travel stories. [Link] 


Q: How is the game development scene in Australia? 


Ari: Small! But friendly and supportive. It's also growing steadily. [Link] 


Q: Is the way you enter Gods and Glory in the gameplay preview the same way 
players will enter in-game or was the simple key temporary? 


William: It was canon. [Link] 


Q: sup lads 


William: heyyyyy [Link] 


Q: Why is Nightmare King Grimm so difficult? 


William: So that he's fun to fight! [Link] 


Ari: He's a being of vast power. Whaddya expect? [Link] 


Q: Hi Team Cherry!, i wanted to ask you guys 


What was an area that almost didn't make it into the game? Or that you thought a 
lot about if it should stay or not? 


William: Colosseum squeaked in there late in development. We were talking 
about potentially releasing it as a free DLC (this is before we had the idea of 
content packs) but after discussion we decided that having a place to really test 
your combat skills was important to have. Also, removing it would have left a 
weird empty gap at the top of Kingdom's Edge! [Link] 


Q: Hey guys, love the work you've done! The success of your game is a great 
example of what Indie Devs can do, and I hope your upcoming IPs are as great as 
HK has been. 


Have you guys got any plans for expanding Team Cherry past the 3 or 4 man team 
that worked on it in the future? 


Also, how did you guys come across Christopher Larkin as a composer? 

Thanks, and keep up the good work! 

William: Thanks! Our goal for the near future is to keep the team pretty small, 
since that lets us work really closely and quickly on all the stuff we love. Ari had 


already worked with Chris, who also lives in South Australia, and after meeting 
up a couple of times we were all confident about working together. [Link] 


Q: Any favorite TV shows or Films? 


William: I love Shaolin Soccer and Evil Dead 3. Classics! [Link] 


Q: How many DLC packages have you already released? How many more will you 
release? 


William: We've had three free content packs released so far: Hidden Dreams, The 
Grimm Troupe and Lifeblood. One more, Gods & Glory, is on the way! [Link] 


Q: Just wanna say thank you, so much, to both of you for creating such an amazing 
game. 
Truly inspiring and refreshing. A masterpiece. 


Thanks. 
I hope you keep making games, whatever it is, you've got my support. 


William: Cheers! [Link] 


Q: I absolutely love Hollow Knight, is probably one of my favorite games in the 
entire world 


What were the biggest obstacles while developing the game? 
Are you going to get more people to work on your next game? 


Ari: We aren't planning on expanding our team at all, though one team member 
has flipped. Dave got sucked up into a big corporate gig (Which he's super happy 
with!), and we now have Jack! He's a 19 year old coding whizz-kid. Jack's helping 
us with all that deep, difficult code stuff we don't understand. 


Our long term intent is to not get bigger. We want our future game's to maintain 
the qualities and quirks of Hollow Knight, and a huge part of that is our tiny team 
culture. [Link] 


Q: Are you able to give us an idea on how the progress for GnG is going? Would you 
say for example the CP is around 65% complete or so? 


Ari: We're going into internal testing on G&G this week! So we're close, but we're 
aiming for a simultaneous PC, Switch release for it. This is the first time we've 
had to do a cross-platform launch like this, so we want to get the pack ready 
ahead of time, and thoroughly tested before sending it out to everyone. [Link] 


Q: I absolutely love the hand-drawn artstyle of the game, and I really do think it's 
one of the most beautiful games on the Switch. How did the art team go about 
finding the particular aestetic of the game and were there any particular artists or 
works that inspired it? 


Ari: That Oshii/Amano film Angel's Egg is a huge influence. Great film as well! 
[Link] 


Q: Hey Team Cherry, thanks for the AMA! 


I haven't picked up the game quite yet as I’m out of the country, but I’m excited to 
get it when I return. I was just wondering if you know about how your game is 
compared to Dark Souls(in a good way), and if you agree or not. Thanks! 


Ari: We see the comparison a lot! And that's great. Dark Souls is a fantastic game, 
and it's humbling to be put alongside it. [Link] 


Q: Can you add an option to lower character voices? Also I like how precise I need 
to be landing my attacks. 


Q: So what was the inspiration to do an insect-themed world as opposed to a more 
typical fantasy setting? 


William: Bugs are easy to draw and also easy to program as they are very 


simple-minded. Easy to come up with ideas for too, just do a google search for 
weird bugs. [Link] 


Q: Who is the most powerful being in Hollow Knight? 


William: It's you. [Link] 


Q: Whatever happened to Dusk Knight or King's Golem? 


William: They kinda got combined into the Kingsmould I think. [Link] 


Q: how did you guys get inspiration for the bugs? was there a board on pinterest 
you guys curated? 


Ari: google: weird bug [Link] 


Q: Hey! Love the game, keep up the great work. Did you guys use an in house game 
engine for Hollow Knight? 


William: Nope, we used Unity. We have no idea how to make an engine! [Link] 


Q: First, thank you for everything you've done to this game. 

My question is, who or which company did the translation for Japanese release? 
Because I want to thank them along with you. They've done really impressive job of 
localization. Every lines and sentences are natural, and importantly, are so 
beautifully written. It reminded me great translations of legendary fantasy novels 
like LotR or Tales from Earthsea. They delivered the beautiful world that you 
created to Japanese audience as it is. 

Thanks again for inspiring work! I love you. 


Ari: That's so good to hear! 
Kakehashi Games did the Japanese translation (and Japanese PR) for Hollow 


Knight. They put an insane amount of effort into getting it just right. Great team 
to work with the whole way. [Link] 


Q: Hello guys! I love Hollow Knight, already been playing it for around 80 hours and 
the game still feels fresh and there is still stuff to do! It's just amazing! 


So, here's my question: Are there things (like mechanichs or areas or anything else) 
in HK you would like to totally change or rework? If yes, what are they? 


And my little brother asks: what about Snail Village you showed in one of the early 
trailers? Is it still in the works? 


Have a nice day! 
William: We're pretty happy with how HK has turned out so there isn't anything 


we'd redo I think. The only thing we wanted to do after finishing the game is add 
even more stuff, which is what the content packs are for. 


The snail village is gone, sadly, we put it into a big pixel-grinding machine and 
used the mixture to pave over some of the roads in the game. RIP the best NPCs 
in the game..... Sigh [Link] 


Q: Symphony of the night, link to the past and dark souls are in my opinion some of 
the best games ever made. Would you ever consider making a 2D top down legend 
of zelda clone? 


Also I’m only about 10 hours into my first play through and I would like to say if this 
game keeps going strong it will almost certainly end up on my list of best games of 
all time. You guys should be very proud of your work. 


William: A 2D top-down game would be great fun to make! We're definitely eyeing 
up a few different types of game for our next project. On that note, why aren't 
there wayyyyyy more indie zelda-likes? I wanna play ‘em! Minit was really cool, I 
want more stuff like that! [Link] 


Q: How well has Hollow Knight done on the Switch platform? Also are you guys 
considering making more games for Switch and possibly any exclusives? 


Also thank you for making the best game I have played since Mario Odyssey on the 
Switch. 


Ari: Thank you for playing! It seems like HK's done really well on the Switch. We 
did keep saying it's the perfect platform for it! And it's nice to see players saying 
that now as well. 


Also helps that Nintendo was nice enough to release it at E3, so it hasn't been 
swamped by other big releases. All the big games get out of the way of E3! [Link] 


Q: What games were some of your influences? 


William: ZELDA 2 BABY [Link] 


Q: Hey Team Cherry, just purchased Hollow Knight and have really enjoyed feeling 
lost and powerless for 4 hours now. I typically play RPGs, but Hollow Knight is 
definitely something special, and I didn’t want to pass it up. The last game I played 
of this style was Castlevania: Dawn of Sorrow on the DS, so playing it on the Switch 
is a perfect fit for me. However, I’m also strongly reminded of Bloodborne, since I 
feel that I learn something new each death. This leads me to my first, question: 


“What were the most notable inspirations you drew from in this game, and what 
games made you decide to get into game development in the first place?” 


Also, as I mentioned, this game feels right at home on the Switch and | thought it 
would be fun to know: 


“If you could make the next title in any Nintendo franchise, what would it be, and 
why?” 


Ari: The main inspirations are Metroid, Zelda 2 and Faxanadu. 


Faxanadu is the super obvious one. A lone traveller returning to a kingdom 
overcome, it's inhabitants fallen to a mysterious curse. 


HK is kinda an inverse Faxanadu, descending down, rather than ascending. [Link] 


Q: What caused the snail from a Weird and Wonderful trailer to be cut out from the 
final product? 


Ari: Snail was too damn big! I guess it just got forgotten along the way? Looking 
at it now, it's a bit toonier than the final game ended up being. Bardoon, in 
Kingdom's Edge, is likely the game's final version of the snail. [Link] 


